Druids of the Circle of the Beast create deep and meaningful connection to the beasts of the 
wilds, and seek to protect them whenever possible. Druids of the circle may decide to live 
permanently in the wilds amongst the animals, in order to protect and learn about them. 
Choosing this circle allows druids to obtain an animal companion to follow them on their 


adventures. The animal companions of druids are often trusted to hunt and gather for 
hemselves, and are still considered wild and untrained toward anyone other than their druidic 
partner. 


Animal Companion 

At 2nd level, you gain a beast companion that accompanies you on your adventures and is 
rained to fight alongside you. Choose a beast that is no larger than Medium and that has a 
challenge rating of 1/4 or lower. Add your proficiency bonus to the beast's AC, attack rolls, and 
damage rolls, as well as to any saving throws and skills it is proficient in. Its hit point maximum 
equals its normal maximum or four times your druid level, whichever is higher. 


The beast obeys your commands as best as it can. It takes its turn on your initiative, though it 
doesn't take an action unless you command it to. On your turn, you can verbally command the 
beast where to move (no action required by you). You can use your action to verbally command it 
o take the Attack, Dash, Disengage, Dodge, or Help action. Once you have the Extra Attack 
feature, you can make one weapon attack yourself when you command the beast to take the 
Attack action. 


If the beast dies, you can obtain another one by spending 8 hours magically bonding with another 
beast that isn't hostile to you, either the same type of beast as before or a different one. 


Beastial Connection 
By 6th level, your connection to your beast has strengthened through your shared adventures and 
has been enhanced by your arcane abilities. 


You gain access to the spell beast bond. The spell doesn’t count against your spells known, 
doesn't require the expending of a spell slot, and can be cast as a bonus action. 


If you use your action to let your beast attack, you gain another action you can use to make a 
weapon attack or cast a spell that requires an action. 


Magical Influence 

By 10th level, your beast companion has been gradually influenced your druidic connection to the 
arcane. Your beast’s attacks count as magical for the purposes of overcoming resistances an 
immunity to non magical attacks and damage. 


Enhanced Form 

By 14th level, your beast’s abilities have been improved through its own connection to druidic 
magics. Choose two of the following abilities that your beast does not already possess. Your 
beast permanently gains these features. If your beast dies and is replaced, you may choose new 
abilities for that creature. 


e Darkvision 
Climb Speed 30ft 
e Pack Tactics 


Swim Speed 30ft 
Keen Smell 
Keen Hearing 


(if possesses a fly speed) Flyby 
Ability score increase 


